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CASINO BLACKJACK 
Instructions 


Running the Program: . 
Load "bj". The program takes about 2 and one-half minutes 


to load, and loads in three separate parts, so wait until you 
see the prompt, "How many players?" before turning off the 
tape recorder. 


As in a casino, the dealer deals clockwise, so player no. 1 
is the first player on the right. Once you take a stake, it 
cannot be added to in the middle of the game, so take 
enough. If you run out of money, the computer will record 
your "debt" to the casino as a negative number in the 
"STAKE" column. 


Note that the screen can be easily filled up if you deal in 
numbers which are too large, or in odd numbers. Therefore 
it is recommended that you keep your initial stake to three 
figures, and your bet to one or two figures, and bet in even 
numbers (in case you get a BLACKJACK which pays 1.5 
times the bet). The computer can handle odd numbers and 
large numbers, but they will begin to crowd out the dealer 
ak me table, and everything may not be swept up between 
ands. 


All stake and bet amounts must be followed by ENTER, all 
other inputs (e.g., "H" for HIT) are activated on touching the 
required letter without ENTER. NOTE that the command to 
Split a pair is "P" (for pair), not "S" (which is "Stand"). The 
screen will tell you these things, but keep them in mind. 
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Should the program "BREAK" for any reason, note the line 
number in the error message and press "GOTO (the next 
number)". At the end of each hand, the computer will ask 
whether you wish to play another "game" — this means 
another HAND, and the stake amounts will remain the 
same. If you press "N" for NO, the computer will start at the 
beginning ("How many players?"). The computer plays 6 
decks shuffled together; when it gets within 50 cards of the 
end of the deck at the end of a hand, it will announce that it 
is reshuffling (for the card counters). Playing all six hands, 
this will happen after about 6 or 7 full hands. Should the 
screen become hopelessly overcrowded, you can 
reconstruct the table (which takes time) by BREAKing the 
Pogram after the end of the hand, pressing CLEAR, not 
CLS, then GOTO 8000, then (when it BREAKS again) 
pressing GOTO 8076. If the game does not automatically 
resume, press GOTO 70 to start a new game. 


Rules of Blackjack: 
The rules of the game will be very briefly described here, 


and the few differences from the real casino game will be 
noted. 


All players play against the dealer. Two cards are dealt to 
the player, two to the dealer (but one is face down). The 
number cards have the value of their number; picture cards 
have the value of 10 (called here "J", "Q", & "K"); Aces can 
be 1 or 11 at the player's discretion. A player's hand with an 
Ace (hereafter called "A") is called a "soft" hand; all others 
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are "hard" hands. The player can take another card by 
"hitting", or stay with the hand as dealt by "standing". The 
object is to get as close to a total of 21 without going over 21 
(called "busting" —- you lose your bet and the cards are 
swept up, regardless of whether the dealer busts), and to 
have a higher number than the dealer. A tie is a "push" and 
you get your bet back. If 21 is dealt to you on the first 2 
cards, this is "blackjack" and you win 1.5 times your bet, 
unless the dealer has blackjack, in which case you push. A 
blackjack by either the player or the dealer beats a 21 made 
up of three or more cards. 


You may hit as many times as you wish until you bust; even 
if you draw to a 21 you must tell the computer that you 
"stand" to go on to the next player (even though a real 
dealer would know to go on). The dealer must draw on any 
hand below 17 and stand on any higher hand. Your choice 
to hit or stand should depend on what the dealer's face-up 
card shows (see below). 


You may "DOUBLE" on your turn by pressing "D"; your bet 
will be doubled (your stake reduced appropriately) and you 
will be given only one card. (It is always wise to double 
when you have 11; you may not double on any higher hand, 
except for a "soft" hand, e.g., A,8). If you have a pair, you 
may "split" the cards (by pressing "P" -- not "S"); your bet 
will be doubled, one equal bet for each new hand, and the 
dealer will give each card a second card. 
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Then you play each separate hand as a normal hand, 
except that you may not split again or double. You will hit or 
stand "on the right" and then "on the left." At the end of each 
hand, the result will be stated for each player in turn. 


lf the dealer has an ace as his up card, you may buy 
"insurance." The dealer will ask "Insurance, anyone?" -- if 
you would not buy insurance on any hand, say "N" (no) and 
go on playing. If any player wants insurance, press "Y" and 
the dealer will ask about each player in turn. Insurance is 
one-half your original bet, and will be deducted from your 
stake and your bet will be marked with an "I". After buying 
(or not buying) insurance, play resumes as normal. At the 
end, if the dealer has blackjack (i.e., his down or "hole" card 
is a 10), those with insurance will win an amount equal to 
their original bet, but lose the bet itself (unless the player 
had blackjack, which is a push), and thus have no net gain 
or loss on the hand. If the dealer did not have blackjack, the 
players lose the insurance bet, and win or lose the hand by 
the usual rules. 


Basic Strategy: 


Note: Any use of these suggestion at a real casino is done 
at your own risk! These are provided to help you enjoy 
the Computer game of blackjack. 


This discussion will summarize and simplify the "rules" of 
playing the best game you can without counting cards. For 
a more detailed discussion, see any of the many books 
on gambling which are in bookstores. 
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The rules here are not actually rules, they are the 
recommended best plays. The play depends on what the 
dealer's up card is, and what your hand is. 


Hit or Stand: (the most common choice in the game) 
a) hit when your hand is less than 17 if the dealer is 
showing 7 or higher, hit on less than 13 if he shows a 
4, 5, or 6, hit on less than 14 if he shows a 2 or 3; 
b) when you have an ace, hit on A-7 or lower unless he 
shows a 9 or 10, then hit on A-8 or lower. 


Doubling: 

Always double when you have eleven (if he shows an ace, 
you could choose not to); double on 10 if he shows less 
than 10, double on 9 if he shows a 4, 5, or 6 (the dealer's 
worst hand -- he is most likely to bust with these hands). For 
soft hands, double on A-7 or less (except A-A which you 
would split) if he shows a 4, 5, or 6. 


Splitting: 

Always split aces or 8's; never split 4's, 5's or 10's, split 7's 
if he shows less than 9, 2's 3's and 6's if he shows less than 
8. 


Card Counting: 

The only way to get a statistical edge over the Casino in 
blackjack is to change your betting and playing strategy by 
knowing what proportion of high versus low cards are left in 
the deck to be dealt out in the game. Since the dealer has 
fixed rules for hitting and standing, a high proportion of low- 
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value cards in the deck favors him, because he is less likely 
to bust when he draws to a high number (under 17). Thus, 
the idea is to watch how many high vs. low cards are being 
played, to increase your bets when the deck is "favorable" 
(i.e., rich in high cards and aces) and stand on lower hands 
and double down on lower hands (e.g., on total of 8). 


The chief problems with card-counting are that it is a great 
deal of work, and the memorization of the strategies is 
complex. The other chief problem is that if the Casino 
realizes that you are counting, you may be thrown out and 
barred from playing there, thus it must be done 
surreptitiously. 


There are a variety of counting methods which will not be 
described here. Get "Beat the Dealer" by Edward O. Throrp, 
or any of the other casino and blackjack books available 
which describe counting methods and strategies. Here, we 
will deal only with the easiest, the simple point-count. 


Eyeball Counting: 

Counting is so tedious (except for those with unusually 
good memories) that one way to take slight advantage of 
the principle without all the work is to estimate how the 
cards are coming out. There are as many 2 through 6's as 
there are 10's, A's and picture cards, so before the table is 
cleaned off just scan it to determine whether there are more 
of the low cards on the table than high ones. Notice this 
particularly if the players are winning a few hands in a row 
because this is an indication that the deck is favorable. If 
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there have been lots of low cards coming out, then increase 
your bet (only after you have won a hand, so as not to 
arouse the dealer's suspicions) and stand on lower 
numbers (e.g., stand on 16 against a dealer's 7 or greater, 
or on 12 against a dealer's 6 or less). 


Actual Counting: 

For this, you watch every card as it comes out of the deck 
(because they will be swept away when a player busts) and 
keep a running count: count all cards below 6 (except A's) 
as plus 1, and all 10's, pictures, and A's as minus 1; ignore 
the 7's, 8's and 9's. The count should remain close to zero. 
When it is below zero, the deck favors the dealer— keep 
bets to a minimum and draw on higher hands. When it is 
above zero, it is favorable, but it depends on how many 
hands have been played since reshuffling. The closer to the 
end of the deck, the more significant a favorable point-count 
becomes. Thus, on the first hand, "favorable" means 10 or 
better, and then reduce the definition of favorable by one 
point each hand (since reshuffling), so that after 5 hands, a 
5 is favorable enough to cause you to change strategies. 


Strategy: 

When the deck is favorable, increase your bet, but only 
after you have won a hand, stand on hard 16; double on 8 
when the up card is 4, 5, or 6; consider splitting 10's (a 
radical proposition) against 4, 5, or 6. Increasing the bet is 
the most significant way to gain an advantage, but also the 
most obvious to the Casino. 
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Advanced counting strategies weight the values of the 
cards differently, and include elaborate charts to show what 
the score should be before you make a certain play. These 
are beyond the scope of these instructions. 


Have fun trying to Beat the Dealer! 
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